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AB5THiCT 

The I se of simulation gaoes is considered by which 
the college teacher addresses selected topics by Xiaving students 
engage in activities that approximate the realities ot a social 
situation. Simulations offer a stimulus for exaaaning theoretical - 
models and their applicability to everyday social situations. The 
Prisoner's Dilemma is presented as an example of a iraae game^ or a 
gam« that can be played vith a changed scenario ^ud payoff chart 
while alloving essentially the same preparation, rules, and strategy 
for introducing, running, and debrief ing« The Prisoner's Dilemma 
presents a situation where pairs of players must decide wnat tney 
will do as prisoners: confess or not confess to a crime tuat tney are 
accused of committing together. The players make tAoir decisions ^ 
independently and, without knowing what the other will aecide. The 
players- make 10 separate decisions while sitting bacK-to-oack duiing 
10 rounds of play. Amo^g the cognitive objectives of the gaae are: to 
learn that under the American criminal justice system a person can 
often obtaii: .^ reduced sc. <;«nce by turning state's evidence and 
bargaining for leniency; to learn that the pursuit Qt one's own 
self '•interest does not necessarily lead to social benefit; and to 
learn that people who make the same decisions often have ditferent 
reasons for those decisions* Affectivf» objectives are to £eel the 
effects of rf^stricted communication when making decisions directly 
involving other people and to discover that under pre££uxe thay may ^ 
behave in a way that they normally find morally ob jectionabie* A 
checklist for using games for instructional purpo6,es is inciu4ed. 
(S9) 
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ysj ng Simulation Games in thej:pll_ege U.ass room 
Ronald T. Hyman. Kutgers University 



•'t r » 1.^ . tPP * . ' ' t 1 ! J'. It. »^ I j'i >^ ^ " 

.th^-* o-y • '^^^ 1 ^^'V 'Mve ii._i.all tnt.»ir hv^i < i.' 

SOrid 1 S ; r ' '0 

'«ith sonie planning, strategic execution, and sgi"^' 
(Jesire for inno/.3tion it is fairly easy to ineorporat- 
simulation .^^ir.es into a college course The point hfn-» 
IS that college sn'-uKition games can offer a great J-jd) 
to college faculty Simulations offer an inexpenswe a 
intrig.nng vehuJe for bringing issues alwe in the cKi 
room Simulations offer a springboard for examining rh 
retical novels 3nd tnei r-appl icabi 1 1 ty to everyday scd 

"'iat 'ons . Simuljtions offer a method of involving stu- 
dents actively in failure-proof doci sion-iiial* ing" and m 
an-ilyiirrg the consegjences of this process. 

The well -known simulation games Star Power, Bat a 
Bafd, and Simsoc a^'e but three examples of s imula tio**-. 
which have es tifbl i she^ themselves as classic hunian-to- 
h'iman inter-iction activities. These three simulations 
a*t? appropriate ^or courses in the fields of political 
sc lenf e/h istor y , onthronology/sociology , and socioloQy/ 
psychology, ?es^"Ctively Hundreds of simuljtions ^hh' 
availabl-^ f o ■ tht.se and other disciplinres -ind ran easily 
be locate- J b/ ^nec^mg several standard ref^^ronces whuh 
describe md cato'^orize the games accord mo subiect 
niatter arfM 

Facjli'y need not rely on uut^ide experts s'peLial- 
order njateruls to -t^o successful once an understanding of 
the si!T( Idtion process is acgtj'-ed. However, whether the 
instr-jctor opts to use a gaire from the professional lit- 
erature o»' to design his/her own, c\ check of the follow- 
ing points IS wise 

i:,rMe Check list 

The game shr.'j] J be d lay ^ble-^easy to le.^rn :ind easv 
to play 

/• th^ giii^e shojld be r ea 1 1 s 1 1 l - -s imul a te the essential 

elenient-. a reil situati-n. 
ii The io.np shouH be e-isy to unde^stanfl, yefccnplex 

enr^u'jh to be thalW^nging 

The gaiie should 1*- hort enough to allow f)layipg it 
in avd 1 1 iiile tea* hing time 

'he qM\e should allow so.iie freodom in ^pocityT-'g how 
pcirtiLipants wi 1 1 play 

[he g-i'Je should allow for a bal-ihce between sV 1 1 1 and 
luck. These ele»nents should be in real-l'ft* propor- 
tions -inless there »s a particular purpose for e^.pha- 
si'i"g one o^»n- the other 

Tht' te$-her M.U Ht^rt to the vai jous n*» ind-> of 



5, 



1 ,,.u1jMi\" .^.un S"i ' nfces'it3t»> p'<. lai g»\).ip- 
uv, A st.i.lents, use , . jmJ f.v'lice^, .md.nr 
ntij] t^i.nuig aids At t)ie -".ante ".I'lLe siirula* 

tim Mivu'','^, ■ jch spontJMe'OuS d^5^-*^'5 ''f^^"^ Uiing, the 
r, \ -\v>, (.U ht.(> thousht rnrfrj^h ♦"he eniue activit^^ and 
prt'i in ^\ facilitate the ac^.ivitv 'MlH -^tep 

t^^a .pie ptovilp 1 'indel whicn icjn .jenerali/e'-l tor \ 
us.' with otner si uHticn ';an,es 'he- e-^ai'i^ile serves pri- 
marily as a vehicle from 'iKirh in.portint eU^'.^^nts ot si."u- 
Irttijn gauges can be illustrated f^dc hers ' i nter es ted in 
'J sing the Prisoner's Dilt-'i...i tan also read »iiPuldticn - 
Mivng fur Values CdjcUion \Uv Prr.onfr's Dileimia hy 
Ronald T Hyiiian <'washi nq ton , D C . l.ni.ers»ty Press of 



SI .ilition LxampI^^ Ihe Prison*- , bilenB-ia 

The Prisoner's OileMma has been choser^r-ai-s an eNan.ple 
t-eLduse It IS an t^xcellent frame qan.e A frame game i^ 
une rthiih Ldn be played with a changed sc^nariu and pay- 
ott chart wh'ile allowing pssenfially the same preparation 
rules, and step -by -step strategy for i ntroduL ing , run- 
riimj, and debriefing Other sten.irif)\ ik> available 

ScenKio foi The I'rj softer-' s Dilediina 

* A police officer stops a car witn a driver and pas- 
senger for speeding just minutes after learning of an 
anned robbery hi the neighborhood The police officer 
notices the handle of d revolver sticking oaX-of the belt 
of eic'- person The officer asks to see thti*- permits tn 
car -y the guns When they fail to produce the permits, 
rhe^officer arrests them and brings them back to the p> 
lice station for booking and questioning \ 

At the station a detective separates ^t]y/ two people^ 
and notifies tf ^m of their cons ti t'tional rights The 
detective suspects but cannot prove that they are in- 
volved in the armed, robbery anr^ gives them the choice to 
confess or not to confess to the crime. The prisone-^s 
have no communication with each other However, the 
detective tells each of them that if th^v both confess 
to the armed robbery and plead guilty, the police will 
ask the prosecutor to reconrend tc the judge that they 
receive a prison term of 2-3 year- eachj^^ich is less 
thin the maximum sentence. Also, if one person confesses 
and pleads <juiUy and one does noi, then th€*rontessor 
will probably be able to pl»?a bargain for a sentence, in 
(»< change for turning state's evidence, o\ only n-12 
.iionths f^owever/the police will "slap ^e book" at the 
nonconfessor for a sentence of 3-5 years ' Both oe^-sons 
teahze that if neither of them confesses, the detective 
probably will not be able to prove them guilty of arm( i 
robbery and will book them for illegal possession of 
weapons for whiLh they earh wiM g.-^t a relatively moderate 
o.jni-.hment of 13 (?lon^hc 
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A I Ob » r.jc tj "na ] ■ j t l t » . t'S 

As with •■'#i»r/ '('^iJ''tMl '■^ lir u ! -i t K.n fjtJf'e» tf!(^re 

'ir-f any ohjectw*.-^ which jy be achievpfl tnrcij>]h use or 

« nnl/ 1 f'^w of tnose thit ^re ♦pP^Opnate 

'..e-ierjl Ob^ec ti /t^s - -"^nf students wtil 

1) sn.^uldte the f^>ei^nlJs and actrons ot persons in a Ji- 
le'miia situation asked to decile between two {f^)posite 
choices after bem'} arrestr: 

?) jnJerstand cogn y and eMcitionally part of our 

crr'inal justice ^tetn jnd the role cf effective 
cori'iuriKa tion tn interpersonal ""elations 



M! / .r f^.tfilM* '.-iiM', 'VtM "i>iwi'. tion Jail T'^ie 
^^M^ ,.fi,M>t'rs po^ ^ -itr^s, I'^e/ '^ach 'jet lo 

'f fivrt }'« i^of^'r s v.of,fi'SS, ihey ♦viLn get I- i yea»s. 

■•'-i^rp ,.r isonr-r Cunf,, iSi^s .md cur ns state' ^ evidence 
md inu 'He-i ruil, thf^n me confHssor jecs 5-12 i^-onths- 
in1 tVi^ .innt.'iOr^s^.Of ^jets ^-^ /ears 



p.iydff Chart Ti!,^ in ^Jdl 1 



Cognitive Objectives — Tne students will 

I) 'earn that und^^r the Arerican -rininal justice sy^item 
^ \ pefson Lun 'tften obtain a reduced sentence by turn- 
ing state's evidence and bargaining for leniency. 
** ' 
i) learn tne jj^poi tance of asserting their Constitution- 
al rights to hive a lawyer counsel them. 

3) learn that t'le pursuit of i^ne^'^ own sel f- internes t 
does not necessarily lead to social benefit 

4) learn tnat people who make the same decK.ions often 
have diffe'*ent reasons for those decisions 

Affective Objecti ves>-The students will 

1) feel the effects of restricted conipunication and of 
open face-to-face conir.unication when making decisions 
directly involving other people. 

2) discover that under ifessure they may behave in a way 
■ which they normally find morally objectionable 



The tuime Model ^ 

The Prisoner's Dilerir^ presents a i i tua ti ori ti^ior e 
pairs of players J^'ust decide what t.-ey will do as isom- 
ers --confess or not confess to a crnie which cne> ire 
accused of conmitting toqetner. The f)idyers make their 
decisions independently ai^d without knowing what the 
oth^r will decide. ^The roco.nmf'nded numht-^r of partici- 
pants IS 6-40 students tor d total of j t-o 20 pairs 

There IS no ti-re limit in this simulation and the 
action moves quickly. Thp players make 10 separate de- 
cisions while sitting back-to-back during 10 rounds of 
olay. After each decision* students pass notes to eacn 
other announcing "cjnfessed" or "did not confess." T.ich 
Student records his own and his partner's decisio^^ :ind 
resulting penalties on a Record Sheet for each of the 
10 rounds. Then players confer face-to-face fHr 3-S 
minutes Jfbout what has so far happened. The players 
then repeat the first part» making 10 more separ'ate 
decisions sitting back- to-back . 



nor 

CONFESS 



I. NOriThS b'l2 MONTHS - A 
-;^FLbS ;^ EACH ..^ ^ „ j- 

^r^I )Cltr^ B - - - ' - I 

, - ,eLcc ' 3-5 YEARS - A' 2-3 YEARS I 
6-12 MONTHS- B' 
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Sample Student Uecord Sheet 



'ly ! Other's | fly 

Choire i Choice i Penalty 

- I t - 

HL I C I J-0 rrs' 

'iC C 3-b ?rsv 

1 _ 

'iC I C , > T'rs 

C ; 2-3 Vrs- 

C K ^ 2-3 ^ts 

C ; 3-5 Yrs 

C ' j-S Yrs 

C I ^ irs 

- f 

C I ^-3 frs. 

C = Confess 



L 

I'it ( rntess 



Other's 
Pena 1 ty 

6-12 Mos. 

6-12 Mos 

6-12/los 

2-3 Yrs 

2-3 yrs 

f-12 Mos, 

6-12 Mos. 

6-i2 Mos. 



6-12 Mos 



2-3 Yrs. 



After 2 ith Tciiod. thr» uia/er' fvjch (''UtpU't', 
sentrnLe u^,hhj it her tt^roe dUforent words or f^hr<».,c^ 
I he 'ithei" player wds I h i ^ i s to q i vi» tt » 

player-s ti?edbai.k un tneir j-rip'-e*^ ^ i .ins of each other I^^r 
players e<(han*je papers with the sentences on thorn and 
talk to each other for a tew tuinutes acout all that nis 
happened After this v.onferen'f penod, the df l)-^ i>"»r inij 
led by the teacher bptji'is ^ 



"Pif- 



I he 5 ;oner ' ■ 



M 1. 



Prr.Md tf'^» ul.ition'^ uU)(>(,t'v'S .nvj rules f i I'p^ire 
^Niuit .itorials ('Ml th.jt a .tijdent needs ror^this 
1 ur.o IS a pencil* scr^p paper, a topy.of the %C'-*nirio 
.ind Pciy.jff Chart, and a R^'curd heet ) Plan for Ihe use 
ut tbre 'he PMsnnerS HHefi'a takes about one hour- if 

wl5/'"'d 'ipidl/ \^ tl'-e nivjwS, U^e up ti)itV.'(^ ?Ulur s 
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? ^^'7rt3'^t til ^^,»t into t^^ M p (^J^M/ 'i*,^' » • t"! ^hn 
Oivort'inly to Ji >tr,wor the 'eanini '"ht-ir • r lorjs ' jr 



Pjnni".g ''•^.e Prisoner's Dilnifa Tfu] Uiun xj'no 

>tep 2 OistriOute tne Nttnjr ]o .,ntret» '"ju o^-?f •'.ne 
^^ituatun *frth the qrou^> so th.it evt •^yone jpvjOi stands it 

^*tep J Distribute the Pjyoff Liiurt fe^t and e-plim 
tne layoffs Use both the '^ufuwry of Probable rnndUies 
rid tne Piycff Chjrt Do not ()vt po«^K'J down bere 
rlejr and move on Clarity will ccrnpj*"^ -^^'^ jcMvity 
ur >j^rt^s^es 



it.* fo'.o.tl Oil]/ one rooM at j tii' - t^'t"n not to 

t3'k t^^^^y are ^'im^he*:! >0'<N^y di',tr!hijte a r.p^ 

i)f fit Record ^Povi to e.tMVG^e\J y.'i ■'i'"^^ 



"'Uep_ 4. Designate one person as your ' ^se- pM/Or 
Inis person -.ho'jld be one who coulJ. it ruvd be. ser .e 
as Official Game Observer, 1^qh^ now , ply a^^ hii'i oi 
her to stef aside 

Step 5 Ask the remaimng participants to pair off and 
sit Ijaclc-to-back. Pairs should move their chairs around 
so that they sit comfortably back-to-bac^ ]f th^re is 
a person left over, then your extra ^ reserve person be- 
comes a player If there is lio one left eve', then Jes- 
I'^nate your reserve person as Official G^^nie 'jbser-v^r 

btep 6. Announce the rules 

a) f«lo talking or writing to each ofner 'jntil permitted 
by the ga.iie leader. 

b) Each player privately decides to coa^ess or 'lot to 
confess The player writes the d^<clsion on a piece of , 
scrap paper*- Player writes only 'Confess" or 'Not ',0fi- ' 
fess," 

c) The goal of this suv.ulation is "Do the best you can/' 
(State the goal this way. Say this and nothirq more ) 

Step ?. Ask t^e players to "«ake their first decisions 
Each player should write a decision on a pi*ce ot oapcr 
and pass the paper over his ^ ner shoulder to the other 
player Remind the players not to trilk to f^ach other 

Step ^ Distribute the -ecord "^heeX now Ask players 
to fill in tre fii^st row Check to see that evttyone 
understands now to fill m the Record Sheot properly 

Step 9 Ask the groi'p to continne this process nine more 
time for a total of ten ti les. Clearly announce th\t 
each person may decide to confess or not to confess 
d^irinq each round since ea:h r'ound is independent of the 
o'thers. Remind the group that the pattern is write 
decision, pass paper, and ^cord decision 



^tep 10 when the pHyirs have all finished deciding and 
recording ten rounds, a?k the pairs now to ^ice ►Mch 
other and talk together for 3-5 finnutes Ouect thpni to 
talk about what happenei during the ten rounds ba^od on 
the Scenariu Sheet, the Payoff Thart, and thei«^ coi'ipl^^ted 
^ecori Sheets 

Ste£ U After 3-*^ minutes, ask pairs to sit back- to- 
back again, not to talk to each other, and to »epeat the 
.lec I ! I ng-oassi ng-record ing process fen more ti'^^s for a 
}ran.i ^otal of twenty times. Pemmd them to .vrite, pass. 



jU^' 12 nhen the [^uiyers ^>v.'e ail • misted recording 
r^e t..entH'fh dec>*;ion. asl^ each pei sor> to w^^c- on 
;5iece of p<v^r at least three words or phrases 
/Scribe his or her u pression ot the ether p]^yer 
the gdire Playe*^: should consider only what thej 
abi ut the other [flayer duruig tne ga^^e and dist( 
evo'-ytnmg they know prior to tlit^gjiie 

itHp W U'hen they d> e finished writ^"], ask (W^yers to 
^fro .'V:h«jther\ e<c^\nqe papers, talk together about 
their Ijst ten decisions ar.d their impressions of each 

0tn<3r' 



Debrieting Ihe Pri^one^*'s Di le< I'^a ynu ! jtion 

' * / 

Ste:> H After a t ew mi riu tes , begi£W l.j£brief Many 
gj. e leaders claim ti\a t this is the /.nsTiVpo? tant part 
of all Here is tne opportunity ^'or the players to'.find 
out what fhe others did, to '^eflect'on ^hat tney have A 
done, arid to discover what it all n.eans '-ere ^s the 
opportunity to integrate the ga^e with -tne group's other 
learning activities. Therefore, be sure to le^ve enough 
time for an adequate debrie. ing session. A poor debrief- 
ing session n^ay yield a distorted picture of what the 
simulation is all about. 

Begin ^he debriefing by encouraging the group to describe 
what happened so that players will know what^ each other * 
dfd. ' Let the players- "venti la te." Without sufficief^t 
airisig of the facts of what occurred during the game, 
there will hot be an adequate basis for 'taking discov- 
eries and drawing conclusions later on. 



Ar)alyze_ tne iJiessa^es conveyed by the simulation game. 
Ask sucn questions as What do the results of our activ- 
ity mean'' What led us to get the result^ we got' What 
points does this activity make about life that are impor- 
tant^ 

t\d''ipl^s of questfons specifically f or^the^Pr i soner' s 
'OiU^cra What does this simulation teacfi uS about plea 
bargaining^ Co you appi^ove of the plea 4)a"rga mi ng proce- 
dure'^ Why dict^yod talk to the police rather than deffiand 
to Sf^e your lawyer or ren'ain silent'' If you were accused 
ot d crirre, w'hat would you consider before talking to the 
dJthorWies^ Is Not Confessing the same as re<naining 
silent''' Whdt juotitication do you have tor the decisions 
you made^ What was the effect of sitting back- to -back'' 
What was the effect of talking face-to-face'' What values 
were tested when you were deciding between confessing 
and not conff*ssing^ ^hat aid you learn about yourself 
ind the othe'^' person^ What led ^ou to describe the other 
player as >ou did'' What does conf,inenent mean to you? 

Analyze the simulation nodej of ^he game. Comp'are and 
contrast the similarity of* the activity of the group with 
events in other parts of their lives. Tr'eat the specific 
features of the simulation scenario, rules, and sequence 
of events Do not assume that the participants realize 
whdt the various features of the simulation represent. 
Ask s'jch questions as: In what ways is the picture pre- 
sr^nted by this simulation similar to the nongame world? 
In .vhU 'ways is thu simulatinrj different from the "reaT' 
world^ 

» 

Tramples of analysis specifically for the Prisoner's 
Di lemma. What does sitting back- to-back represent in the 
real worid^ wha.t do the written notes represent' 'What 
.{omt ^ne con^prence be twet^9^C'ind j ten and eleven repre- 



. ,n'»^.-^nre n*,.. 'se«t' ^-..^ ts the [Mt* i .r,e of ;'rr?»' 
• V^'^^n rhM . rr ir-M -'tl^iei tncr of th-.M r cons 1 1 ♦ j - 

^.''^H- ,nciMy in this '-,iv.j]dtion? In wHdt wa^s are Co.' - 

i-'Citions 'v-^tnc^eJ in your daily li/e<'^ '.^hat factors 
•.•^'.Mte the Jileina in this smulation' '.^nat is t^e bt?$t 
iion in this Prisoner's ^i]f^m^ situation gwen the 
I'dfjfs listed'^ Is the Amencdn U--9a] s>stem aesigred to 
hrir-^ justice or to get you to taU so is to finish the 
Zfiie^ rt'hat woulJ hjve happened had you been able to talfe 
to other all along^ What would have happened had 
the penalties h <, different, say if the penalty were 
24 .:.Gnths tor boUi people Not Confessing rather than 
beirg only 13 inonths'^ 

\^^2 }y '^'^'^^ forwd'-d Before leaving this ,ii<iulnion 
qame bt^h'nd. launch the jroup into one of »np j^ti.ities 
you have ei^plored with them earlier in part oi- Step 16 
Base you*^ decision on the group's preferences and your 
assess'uent of the qeneri! : zations ind Loncl'.sions dis- 
cussed above 



PUn 'i>r rjCjro j i '^r j . t , ns af^i ,i'ti/itu'. thit > j' 
buiNd lit'Of- the ^-per u»n\.L' lestiltin^ trutn ^h^' .j -f jr 
simulat. . (jai'ies. Try to 'jun^h new ^ic t ivi ties rnat 
spring from this sinulation Yo-j can encourage '1; tur-^ 
ther discusston on the many rnessaqes conveyed by this 
game. (2) doing independent study, (3) refining tne sinu- 
lation ui a way appealing to the group, (41 writing other 
scenarios to fit the same structure of the payoff chart 
Examples of future activities for use wi th the example 
game are* a field tripSo a local jail to interview 
prisoners or inviting a ^^Jdge or criminal lawyer to cjn-" 
fer with the group Ask such questions as If we were 
to play this game again, hat would you change^ ^'ow can 
we change this game" to n^ke it closer to rfhat the real 
events are like^ '^hat key ideas from th si'-nJatj jn 
game wo*uld you like to pursue in depth^ 

^i'l^fJ JiLi. i'^A^ ^ L^.^. 1 , .^J^4 .^P " <^ ^ 6 various spots 

during the debriefing bift especiVHy at the end ot a 
session there is great need fon^yin£ points together 
The generalizations and conclusions cor.sti'tute the 
learning which artse^ from this singulation garne it i^ 
reces'-ary to state them ^xoltci tly . Do ro^ assune that 
students will make generalizations and draw concl ^^nns 
on their own without guidance There are a v^rief^ ot 
ways this can be acconp] i sh^^d The followirg a^e ere!/ 
two, possi bi 1 1 ties . 

Reqjest th^ group fi^st to list soi.-e i^e/ uleas thaf hi,e 
come forth juripq the J^scussion, then to o^fer soi;,l' 
generalizations bised on these ideas, ^nd final 1/ to 
draw soKJ conclusions. Ask From ^Jl that we've done - 
and said what conrijsicns can you draw from this a^tivi-* 
ty^ 

Or, you can touch off the process of concluding by asking 
each person to complete the following sentence 'Based 
on this simulation game I realize that _ Then 
have each person or at least a few volunteer's read their 
completed sentences Once you have out on the floor 
some '"onclusions as stated '.n the "I realize" statements. 
It IS beneficial to mqjire into these further tor vali- 
dation list the ',wnc 1 'jSi ons on the chaKhoa'-J Ask if 
anycne set-s any cj'in'on thrtijd or thrCdiJs funning trrough 
these statefT'ents Tht^n a:»k tne participants to identify 
specifically what in iK* gane and the disCuSSi on led 
them to their ^.omc lus i ons Ask 4t the conclusion is 
valid nf;\only in the simulation but also m the eongan'e, 
real worlfl final ly, ask the students to identify spe- 
cifically what events and idea^ from the real world sup- 
port tne Lonilu.ijns Ask u' there are <^v«^nts ir'd ideas 



in j 



! I , I ,f . I ► r 



' j'l (»'. t>.t ^e 
. t ) . ] t 1 r* j 



I on. } 1 >n 

">ii-"jlatiun> oMrjr .u,o»i'.nir/ rnf * o M ,e^ Mlu 1 ty 
cuuj .ti.dents r.) pr.^he t. wV ir.r-) cji'-ple- ismi^-, .vhich 
tpey thpinoplves na^e .-*'Mct\1 !<i short, sunulafions iil<e 
^f-e fM'a">nur's l)ile"'ia n»e-<^'nt'^d in th^s artKle, offer 
an opportunity r ^r instructcrs to hel^^ students f^'al^e tne 
'lonnet t.on be teen theory and tt art ice in a sound af4d 
i^'otivating wav 

Interested faculty should see landbjok pf 'emula- 
tion Gam injj in Soci a 1_ F_o at Tin t-y Pon S'tadsUk/ (Insti- 
tute of Higher Fducat'ion ResM.jrcn and "".orvices^'-n i versi ty 
')f Alabama, Tu-,ca loosa ) , ^'jndbook of Gares ar.d "simulation 
rxe-cises. ed by G. I (.ibb^ ;":V.,e P.jb'l icatVons. BWer^y 
mils) and The Gude tg bn . j] i tion/f.ai'.es for Fducation 
^^ri6^W,^]ru]2* by Robert F ' orn (DMac tie' Systems , 
In*, , Cranford, N J ) The j^'ifml, Si-nylation and Games, 
regularly re«/iows new sinuKiti" s in addiVion to oftpi'ing 
.Mticles and r-esearch reports u the et fecti vnness of 
SI 'ulation gaming in the dassroon 
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